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System 3 presents IK+ 

Players Guide lor Domitiodare Amiga 

P:R?.sfi follow the rnalructions in your 
CD -i2 Manual for loading this, gar e 

Introduction 

International Karate Plus TM. o' IK i fn r 
shari is a development ui "t o original IK game. The 
main difference between IK+ an cl IK i? mat I lie re are 
lliree lighting rriun on the screen at once {six n pauae 
mode!) end an enchanting Fully animated landscape 
in which tho men thump it am However the Aten St 
unci Amiga versions have even more Features than Ilia 
Commodore versior They have an all new second 
bonus screen, wincingly good digitised sound clloclG. 
o hypnotic title sequence as well as cuzcns of game 
controls, 


There are 17 dill erect moves that can 
be made, all controlled by the joypad ar.d with 
praciice all these moves can be executed smoothly in 
a flowing Fight sequence without your fighter pausing 
momentarily between moves. The joypad system is 
simple enough Fnr players. In learn uuiCkly. and alter 
snme further experience or how the moves behave, 
much more sophisticated corilrOl can he achieved. 
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Opponents can tie? hil in ihe head, 
chesl stomach shins and feel frnrn in Iron! or 
behind, although an attacker receives only hal J the 
score fcr attacking from behind. 

the game gets progressively harder 
• |j> until about level 25, after which your opponents 
wifi adopt different attack ot defends strategics As 
your scoic Increases, your belt will change colour 
There are si* bell colours, each of which has three 
eveEn, mgk nrr lfi bells in a I 

The computer controlled fighter =j 
adopt a variety oF play strategies Fnr example they 
might fight eacti utlier and not Ihe human thus 
ionoing you Ic gt?L in thora aro fight or else you will 
be oljI pretty quickly; u' they might not lighl at all bul 
Simply avoid all youl attacks; or they m ghl go just lor 
!ho human player; or they might fight anyone nearby 
but not dodge atlacks on themselves. A. those 
strategies also vary n viciousness' is the game yets 
more advanced. 

At she end oJ each righting round, a 
wise oJd jg rige appears to ns true! players and 
announce Ihe 1st. 2nd and 3.-d ranking If ?. human 
player ia, |n 3rd piece he Is out cl Ihe game. So ong 
as you Stay in 2nd or 1st piece yuu will Slay in lbP 
game 
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Each of Ihe signt positions se ects a 
type of move, ana Dressing the Pulton gives another 
sight. In Special oases an extra blocking move is 
available as detailed latu-- dome at the moves cause 
the man to make a move and turn around to luce Ihu 
other direction W'rien Ihis happens ail mu movement 
selections arc reversed left to right Foe example, 
when facing right a front face punch -s made by 
pressing me joystick up to the right, but when facing 
left ihe same attacking move is made by pressing me 
joystick up to the leFt. 


Holding and cancelling a move 

When making a attacking move, you 
must hold Ihe Joystick m position until your lighter her; 
made the actual attack Releasing the joystick any 
sooner will cause yeur Fighter to return m ihe standing 
Bianco and therefore cancel the attack II yuu hold ihe 
joystick in the same position. then that move is held 
until you release tr.e jny slick nr you select another 
move However, the actual hitting action is only 
directive un the initial movement - alter all, seasoned 
opponents are hardly nkpiy to run onto your ristl 
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Sequences of smooth moves 


ii is possible io maka u lot of moves in 
quick success un without tha f ghto* pausing m the 
scantling stance in bolwaon mus alloying smooth, 
true-flowing saquancos I his is Pone toy selecting the 
'rsl move, holding it iust long enough for me attack :q 
octet, then qti ckly selecting the next move before the 
man returns to the standing stance nos rion Th s w.l; 
allow such act nns hr a series of smonin hac k Slips 
across the screen (select ire back Flip move again}, 
an alternating Face anti shin kick ac-lico (by selecting 
I he ah in kick move and holding It. and than simply 
nresaint] and releasing I ha frre button, at oiler as you 
want) nr even alternating back I'ce-k'cks by iha same 
method 

Blocking move 

A. blocking move js also available for 
defence purposes. It you b’t bbir.y attacked a- close 
range From in Iront, anp you select LhC walk-backwards 
move then your lighter wl sland In blocking posture 
lor ihu duration of ihe attack and deflect al kicks to 
heap, chest non stomach. However, ii is not possible 
lO block foot and shin kicks. The pnly way to avoid 
them is 1o jump Or back Hip ouL oF the way, or attack 
back with, say, a 1 ylng kick 
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Double head kiek 

II is possible 1 o knock out both 
opponents score 20QD points and got r J combal points 
all in one go It is pretty tricky hut immensely satisfying 

Every imrc: round mere is a bonus 
stage There are two 1ypes of bonus stage, the iiror 
being the Eal mode where you have 1o use e shield to 
oaf led bouncing balls irem al angles, the second is 
I he Bomb mode where you rrusl kick away or avoid 
lots ol Hit I a lusu bombs be lore they blow Lip Survival ol 
Lhasa conus Stages is worth quite a lot ol Odra points. 
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Game controls 

Button Functions 


Tern Lell Button 
Ton Right R.jllon 

Colfiurfid But Ians.: 

Gfaen - 
Red - 
Yellow - 
Blue - 

Fighting moves (with Atliah 

Up 

Up Right 

Right ’ 

Dew i ■ Right 
□own 
□own Left 
LeFl 
Up leFl 


- One player Start 

- Two player slarl 

{musE be done Ircm joypad 1) 

Liusic pn/off 
Action button 
Sound Ik on/of I 

Pause yur'r'iij 

button not 

- Jump up 

- Front lacu punch 

- Walk forwards 

- Sh n kick 

- Footstep kick 

- Crouching stomach punch 
Walk backwards or block 
Reverse taco punch 


Fighting moves [with action button prossed l:- 


Up 

Up Right 
Right 

□own Rignt 
Down 
Down Left 
Left 
Up left 


f lying loap kick 
Head bull 

- Stomach kick 

- High Face kick 

- Backwar ds Font sweep 

- Back Tace kick 

- Back Flip 

- Double head kick 
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Game display 


The score and game information is 
display at toe lop of |he screen end comprises of 
three sets Of 6 com bet points end Ihree seLs uF 
accumulative score displays All active human 
controlled players ere indicated by a coloured 
cle-noned list to me nght cl each fg liter's &eorc The 
while jacketed player is controlled by the right |OysHck 
port, I he Red is controlled by tFifi Other. On the right 
nanri s oe ot 1r,e screen is shown the level number c.r 
round you are on, the 30 S&COncJ round count-down 
iirner anc below that, Lhu game's Speed 

Game object 


A match consists ol sequences ol 1’wn 
Fight rounds Followed by a non us stage In I he one 
player name, there are two computer controlled 
ppponenls out to gat you. The match ends when you 
come in 3 r d ulaCO in a light round The I wo player 
game starts with two human contrcfled Fighters and 
only one computer controlled man. Any human 
controlled players that come in 3rd place go oul of Ihe 
game leaving one person to tight it out with two 
computer controlled lighters. 
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Vny must fight on lor as long as 
possible. A?. :re score builds up you are awarded one 
o' sis belt colours wilh a further 3 levels of each 
colour. II st I he end of a match your score is high 
enough you wil he give” the chance of an laring your 
initials, Score and belt colour i-. the IK — Hah of Fantn 

Scoring 

During a, fight round, il a man 
successfully bits an opponent whilst lacing him, hu 
gelF. iwn com her points (shown es two bt ight coloured 
discs above your scare) and numerical SCOr'O 
depending on toe dilFrculty of the move. Attacking 
from, behind earns only one combat point and ha f the 
normal score. A light round car- ast s maximum of 30 
seconds, or will Stop OUrhc il urie of the players gains 
0 combat po n(S In this COSC, Ilia player who gets me 
<3 combat points also gels a bonus lirre snore of ton 
times the remaining seconos loll, in the round 

A? thE end of each fig hi round, the 
jli d g e daddes who is 1 si 2 nd an d 3r d (or in equal 
posit ions ) based initially on the com but points won 
during the round, and then in the case of 0 tie. Oh the 
numerical score obtained during that round (and not 
based on the accumulated score). 
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Wlldn a player iu tut lie lallS down and 
is mbrneniar ly dazed, us shown by the twmkly slars 
above his head When Loose disappear he can 
decide to wait on the ground for a few seconds or 
Instantly get up and Bitack hy selecting a move 
Otherwise, after a few seconds he will be lorceri to 
stand up anyway 

The ^englh cl time a lighter is knocked 
nut depends upon I he type cl blow sustained, and as 
the name advances I he wail Lima allowed after doing 
knocked down is decreased - but remember you 
can't gel hi until you a r e actually Standing up again, 
so it's best 1o yet up selecting and attacking a move. 


Move 

See cinq 

Frpclnt Kit 

Kit 1i-om 
behind 

Front f^cc punch 

BOO 

400 

Shin kick 

400 

200 

Footsvjnnp 

400 

200 

Stumach puhOli 

400 

200 

FEOVOr$o fnee punch 

EloG 

4DG 

Flyinn kick 

BOO 

400 

Hnnrl butt 

IdOG 

DOG 

Stnnach kick 

ZOO 

too 

Fncn kick 

aoo 

400 

Reverse (ootsweep 

400 

200 

Back lace kick 

BOO 

400 

Dotilord head kick 

i aoo 

1000 






Bonus Stages 


If a player stays in tor two consecutive 
fight rounds, he then enters one cl the two types of 
bonus stages. The lirst to uccur is ihe L3aEl stage 
Which is later fqllowed by the Bomb Stage 

When the bail mode starts you wilt he 
shown Bland no in the centre of the screen holdings 
small shield with which you musl deflect ha is that 
came bouncing towards you. You can hold the shield 
in seven different positions. You will only ever have Lu 
delleoL end ball at any one lime, but their speed 
gradually increases and you also gel flash ng balls 
whose bounce height allernales which makes ;l even 
harder But if you can survive all Gd balls yea will get 
li massive 5,000 poim bonus in addition Lu the 'CO 
points for each ball deflected which means that 
highly skilled players can Lidd Over 10. COD points to 
their score lhue gel Lu b : ack Celt status more qu ckiy 

In the Romo stage you can move 
across toe screen as normal Rul ali around you, 
small time uomds will appear wilh a fuse which will 
fizzle down to nolnirg. .AHer that, they might abw up 
immediately, or be delayed by a second because the 
fuse hasn't quite gene out But voli must not net hit 
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by any parts of the bomb as it blows up Your am is to 
k.ck all I he nonos off the screen for 100 pom is olio I < 
before they blow up, cr even avoid I hum allogoth-Cr 
You ran sfi I gel hit by a bomba bit il i! OkplOdes whilst 
bouncing off the screen You CLr use 3. footsweep 
kick or a shin kick to gel I hum Off the screen If you 
survive all the bombs you will get a 5,000 point 
surv ival boi iu s 
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System 3 Arcade Software 


Than-, you fc' buying IK* 

We have been producing quality 
entertainment sollwaro ior Over I0". years and In 
i har i me we have created §ome oi the mosr 
exciting and or yir-al games 

Uy combining the talents ot :he 
besL programmers, graphic arlisls. musicians and 
garru designers we strive I n prov ide yon ywilh I he 
highest quality (lames and the maximum in 
enter Lai nmem value. 

VVe heps that you w I enjoy playing 
iK t and look forward to entertaining you again with 
npr other gre==t games 


Mark Cale 
Managing Direct Dr 
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